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• 9()-day warranty on all electronic components. All warranty periods begin on the date of 
purchase from Strata Group. Inc. 

• There is ;t minimum $40.00 scn icc cluirgc for all non-warrani\ repairs or returns. 

• For all sen icing reiuru to Strata Group. Inc.. 

• ANY noti-f;icton rcptiir or iiticin()icd repair \ oids w;irr;mt\ . 

• AAM.A decal must not be rcmo\cd from the PCB. 


RETURN MERCHANDISE AUTHORIZATIOIW 


• All returned merchandise must h;i\c a Return Merchandise Atilhori/aiion (RMA) number marked 
clearly on the outside of the pticktige. 

• You must obtain all RM.A numbers from your authori/cd Strata Group. Inc. distributor. Plctisc 
ha\'e _\our Stnim Group. Inc. .seritil number mailable when ctilling for an RMA number. 

• Merchandi.se returned withonl an RM.A number w ill not be ticceptcd. 

• Advance replacement boards will be shipped to distributors or. at the distributor's request, will be 
shipped directly to the operator. 

• Advance rephiccmcnl bottrds will be billed to the distributor until Strtiia Group. Inc. receives the 
returned board, at which time a credit will be issued. 

• All rcptiirs ;md/or replacements will be shipped within 24 hours of receipt or request (subject to 
availability). 


Fee REGULATION eOMPUANeE 


This equipment complies w ith the limits for a Class .A digital dev ice pursmint to Pan \5 of the 
FCC Rules. These limits are designed to provide reasonable protection tigainst harmful interference 
when the equipment is operated in ;t commercial env ironment. This equipment uses ;md can radiate 
radio frequency cnergv and. if not installed and used in accordance with the instruction manual, may 
cause harmful interference to nidio comnumications. Operation of this equipment in a residemiai 
arett is likely to cause harmful interference in which case the user will be required to correct the 
interference at his ow n c.xpcnse. 
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INTRODUCTION 


STORYLINE... 

The Earth of tlie distant future is on the brink of chaos. Tensions mount as the leaders of the 
eight Provinces grow ambitious and wary. Only the High Emperor has been able to keep peace 
between these radically different nations. 

Suddenly and mysteriously, the High Emperor is murdered in his home province. The ancient 
Province Agreement declares that a new ruler is chosen through honorable combat between the 
rulers of each province. However, it is painfully clear that this tournament will not have the 
honor of previous contests. 

The champions from each province are blind to the mysterious evil that surrounds the High 
Emperor's death, and instead only see their opportunity for personal gam, provincial expansion, 
and race domination that has been handed to them. 

riie BloodStorm is about to begin. 


GAME DESCRIPTION 


• 2-Player kit installs easiK' into an\' existing 5-button or 6-button control panel configuration. 

• Hidden combination mo\es enhance game pla\' and increase earnings longevity. 

• Players can search for dozens of secret enemies, wea[)ons, locations and events. 

. Interchangeable weapons and lighter improvements increase game play variety and plaver 
strategy. 

. Player password system stores individually created fighters for increased repeat plav. 

. Operator adjustable, violence DIP switch settings suitable for any type of location. 

• 2-player simultaneous play with continuous buy-in. 

. Complete kit available for all JAMMA compatible cabinets with horizontal mount monitors. 





GETTING STARTED 


2 . Do >011 Iki\c tlic ncccssan tools'.’ (See RECOMMENDED 
TOOLS ;ind SUPPLIES.) 


GAME PACKAGE CONTENTS 


3. Do not work u itli :in\ piirt of the system plugged in (lights, 
monitor, or power siipplx ) 


(1) 

PCB assemblv 


(1) 

Connecting Wire Harness (.I.AMMA) 

(2) 

Jovstick .Assemblies 


(12) 

Button Assemblies 


(1) 

Marquee Slv renc 


(1) 

Marquee Ple.xiglas 


(1) 

Control Ptmel Overhiv 


(1) 

Set of Side Graphics M le 

3 , p;ick;te.ct.i scp. 

(1) 

Set of Function Labels 


(1) 

Manual 



RECOMMENDED 
TOOLS and SUPPLIES 


Phillips and Slotted Scrcwdrix crs 
Socket Set 

Wire Cutters aticl Strippers 

Pliers or Chtinnel Locks 

Electric Drill with 3/32". 1/4", and 7/16" Bits 

1-3/16" Cliassis or Sheet Mettil Punch 

Small File 

Razor Knife and Sharp Blades 

Straight Edge 

Staple Gun ;ind Sttiplcs 

Soldering Iron atid 60/40 Resin Core Solder 

Vacuum Cleaner 

Assorted Fastctiing Htirdwtirc 

Heal Shritik Tttbing (3/32". I/S", and 3/16") 

Masking Tape 

3-1/2" or 4" Wire Tics 

Mild Liquid Sotip and Wtiicr Solution 

IF YOU DO YOUR OW N PAINTING, 
YOU'LL NEED THESE PAINT SUPPLIES: 

• Air Brush or Paint Spraver 

• Paint Roller ;md Pan 

• Paint Brush 

• Paint (and Primer) 

• Sandpaper 

• Pull\ Knife and Wood Ptitt> 


INSTALLATION 

PREPARATION 


BEFORE YOU START... 

1. Cheek to see if all the needed parts ha\c been included in 
your kit (See GAME PACKAGE CONTEN'fS .) 


The CABINET 


Power Requirements: 

Make sure the gaitic >ou have cho.scn to convert is able to 
supply all the required voltages for BLOODSTORM. 


+ .3 VDC .3 amps 
+ I2VDC 2 amps 


NOTE 

This gtiine requires I'ar less power to o|)crale than most games 
on the market. Some games regulate their volltigcs on the mam 
PCB. The output level of manv "regulated" switching power 
supplies actually varv with lotid. For this reason, the power 
stipplv from an old gtiinc mav not be corrccllv tidjustcd for 
BLOODSTORM. This makes the c.visting power suppiv 
inappropriate and hazardous to \our new game. Therefore, it is 
very impurtanl to adju.st the +.3 V’DC supply WITHOUT 
coimeeting the PCB, then read justing it litter, after the PCB 
has been installed. Measure power on the PC hoard, across 
iin I.C.. Diiniitge will oeeur if the power supply is outside 
the aeeeptiihle limits (between 4.S and 5..S VDC.) 

M 0 n i to r Req u i re men ts : 

BLOODSTORM requires ;i monitor in a horizontal mount 
fiistcr scan with positiv e or negtitiv e composite S>nc. It c;m be 
difficult to chiinge the monitor from vcrticiil to it horiz.onl;il 
unit. Installation will be ciisicr if voii choose a horizontal 
mount ctibincl 

Cabinet Selection: 

1. You can choo,sc either ;i new cabinet or ;i used ciibinct for 
vour BLOODSTORM game. Reusing ;i ciibinct is bv far the 
most cost-effective w;iv to ma.ximizc the return of vour 
initiiil investment. In either ease, all voii provide is the 
c.'ibinet with a power siipph ;md monitor. We provide the 
rest, 'flic end result is a new game at a \cr\ low cost. 

2. Spend lime on the eabmcl s appearanee (re., marquee, 
eontrol panel, and cabinet graphies). You will raise vour 
profits with the introduction of a new game ptickage. 
especiallv if the cabinet looks dean and new. 

3. The "new game look" slioiikl alwavs appiv to the inside of 
vour game as well. .A few wire ties and shrink tubing on 
vour harness, some rasicning hardware on vour 
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subasscinblies. and a sweep willi the \ acuiim cleaner will 
ensure that glilches do nol occur. 

Preparing a used cabinet for 
BLOODS FORM: 

1. Rcmox'c the following from llic cabinet: 

• Main Logic Board(s) 

• Control Panel 

• Monitor PIc.xighis 

• Marquee 

• Cabinet Graphics 

2. Thorouglil\ clean out >our cabinet. Rcmo\c ail the old 
buttons. JoNSticks and wires from the control panel and set 
aside. Rcmo\c the original o\crla\. DO NOT rcmo\c 
monitor and speaker wires. 

.1 Rcmo\c the old graphics and adhcsi\c from the side of the 
cabinet. Remoxc adhesiv e with soheni, 

4. For a fresh look, painting is highiv recommended, .Spra> 
painting gives ;i better llnish. but if an air brush or paint 
spraver is un;i\;iikiblc. :i roller is sccoiul best. Cover all 
e.xposcd surfaces not to be painted, such as the coin door 
and monitor 

5. Use a small brush to finish up the details. If voti do not have 
the facilities for painting, trv an auto bodv shop 


The CONTROL PANEL 


BLOODSTORM comes cqtiippcd with graphics that will 
accommodtitc a varictv of c.xisting game cabinets. Use the die- 
cut button ovcriavs if vou arc using a cabinet with .v buttons per 
plav'cr. The rectangular labels can fit up to a buttons across. 
Use them for a 6-button configuration Small button labels 
have also been included for other cabinet lavouts Use these 
small labels to identifv the function of each button. It i.s 
recommended that the 5-hutt(iii layout he used. 

Preparation: 

1. Use the die-cut button labels enclosed in vour kit to 
determine where vour new holes will be Carcfullv line up 
the labels and outline anv new holes onto vour clean panel 
with a pencil. DO NOT slick the labels to the panel at this 
time. 

2. Drill or punch the holes marked for buttons or bolls. Use a 
chassis or sheet mct.al punch for best results on button holes. 

3. Use a file to smooth anv rough edges on the holes. 

4. Fill any old ;md unused holes with wood or a metal plate. 


It is recommended that vou cover your control panel with 
Ple.xiglas. Now would be a good lime to cut it to fit while 
the dimensions and tools are at hand 




The GRAPHIC OVERLAYS 


Control Panel Overlay Installation: 

1. Make sure the control panel is clctin :md free from dust, 
grease, metal filings, and sawdust, 'fhe Icxan btickgroimd 
overlav provided with BLOODS'fORM is oversi/cd to 
accommodate most control panel si/.es. The le.xan overlay 
must he eeiilered tilong its length. Be sure to leave enough 
excess material abov e and below the control panel in order 
to trim It evcnlv , 

2. Remove the protective bticking from the Icxan overlav. 
Center the Icxan overlav over the control panel and place 
down gentiv. making sure to keep it square. Using vour 
hands, press down firmly, starting from the center and 
smooth the Icxan overlav outward, making sure till bubbles 
have been pressed out for a clean, fiat surface 

4, Using a sharp razor knife, trim anv excess from the Icxan 
overlav, Carcfullv pierce through the overlav above ctich 
control panel hole that vou have marked Cut out material 
covering the prc-drillcd holes with the razor knife. Be sure 
to cut the Icxau overlav above each hole and trim cicaulv 
and ev cnlv . 

Function Labels Overlav Installation: 

1. Line up the supplied function labels with the corresponding 
control panel holes Remove the backing and carefully 
press into place. Be sure thev arc straight. Place the 
BLOODSTOFfM logo and the Strata logo along the center 
of the control panel graphics. Refer to the diagram on the 
next page. 
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sii)i:{;kAPMic s i)iA(;kAM 


UPPER PORTION 


1/4 “ OVERLAP 


LOWER PORTION 


Marquee Installation: 

1. If \our cjibinct needs a new maiqucc glass, dciennine llie 
corrccl si/c and ent ihc supplied Plexiglas lo 111. Using ihe 
old marquee glass as a icniplalc. ccnier the Plexiglas on 
your new marquee graphics, making sure lhai all llie 
printed images will be \ isible Using a razor knife, score 
the new marquee dccpl\, following ihc edges of the old 
glass, CarcfnII) break off the si\rcne. Be sure the light 
behind the marquee works and that ihe glass is clean on 
both sides. Now install ihc maixiuoe grapliics and glass 
securel) . 

NOTH 

Your BLOODSTORM kit comes with two marquees. Por must 
locations and optimal piaver appeal, use the BLOOD.STORM 
marquee. For those few locations that ma\ find the game name 
inappropriate, use the THE STORM mar(|uee. 

Side Graphics: 

1. The sides of the ctibinet should be \ er\ clean, smooth, and 
free of an\ dust or old adhesiv e, etc. 

2. Your BLOODSTORM kit comes with side graphics that 
will cover the entire side of most game cabinets. Each side 
consists of two large stickers, an upper portion and a lower 
poilion. The lower portion will be installed first, followed 
b\ the upper portion. 

3. Note that there arc two distinct sets of side graphics, one set 
for each cabinet side. Refer to the diagram below for the 
correct oriental ion of each slicker. 


4. Sprav the side of the cabinet lighllv with a soap and water 
solution and leave moist. This will help von lo position 
votir stickers before ihev adhere complclclv , 

.X. Carcfullv peel back about 3 inches from the top of the first 
slicker and fold the backing down. Fhe first slicker should 
be Ihe lower |xiriion. Do not cut the backing off ;it this 
lime 

6, Line up the bottom edge and back edge of Ihe sticker with 
the bottom and back edges of the cabinet and hold in place, 
C'arefullv reach up with vour hand and smooth down the 
exposed adhesive at the lop of the sticker. Start in Ihc 
middle anti work outward. Be sure that Ihe backing llap is 
folded under to expose the adhesiv e 

7. Reach behind the sticker and pull the folded bticking Rap 
down another 3 inches. The bticking should help to keep 
the exposed sticker from adhering to the cabinet. Use a soft 
sided .squeegee across the front of the slicker tind. sttirting at 
the tO|). pull down with steadv ;md even pressure. As vou 
pull down on the squeegee, the bticking should roll cvenh 
down the back of the sticker as the slicker adheres lo the 
ciibincl 

S When 111 place, squeegee till bubbles or ripples out from 
behind the decal. For sinbborii air bubbles, use a pin or 
rti/.or knife lo pierce the sticker, allowing the tiir to escape, 

9. Find the upper portion sticker for the cabinet side you tire 
working on and repeal the entire process. The upper sticker 
lines up tilong the back of the cabinet, and overlaps the 
bottom sticker about 1/4 inch. 

It). When both slickers arc applied lo the side of the cabinet, 
vou will need lo trim Ihe excess with ti rti/.or knife. 
C'iircfnilv find Ihc ntirrow gap between the cabinet and the 
T-molding and insert vour blade, Slowlv follow this guide 
tiround the perimeter of the ctibinci side while cutting the 
excess sticker 
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’ll. Repeat the entire process once again for the other side of the 
cabinet. 

NOTt: 

For locations that may find the game name inappropriate, it is 
recommended that \ on c;ircfiill> cut out the word STORM from 
the bottom stickers and the STRAT.A logo from the top 
stickers. Place these elements on a clean, painted cabinet in a 
pleasing and dynamic position. 


WIRING and HARNESS 
ASSEMBLY 


REMEMBER! DO NOT WORK WITH ANY PART OF 
THE SYSTEM PLUGGED IN (l.iglils. Mnnitur, m- l*<mii supply). 

NOTE 

All switch wires used in this game need to be wired to the 
normall> open connection on the switches. Each switch 
requires a ground wire on the common connector and the 
appropriate control or switch wire on the other normall> open 
connector of the sw itch. 

Buttons and Joystick 
(Control Panel Assembly): 

1. Install all btitloiis on the ground panel as per ihc control 
panel configuration. 

2. If >'Ou are using Plc.\igla.s for added protection, don't forget 
to place it on the panel before inserting the buttons. The 
fixe BLUE buttons :ire used for PL.A'i'ER ONE (left side 
plaxcr) game control buttons, 'flic RED bullous are used for 
PLAYER TWO (right side player) game control buttons 
The two WHITE buttons arc u.scd as .START buttons. 

3. Wire the buttons and joxstick to the JAMM.A harness b> 
using the wiring diagram on p;igc IS. 

NOTE on Sti eet Figlitci(iin) 

• If YOU arc coiucrling ;m\ of Ihc Street Fighieruiiu games 
using :i 6-bulton configuration. \ ou will ha\e to wire (he 
two middle buttons together These two middle buttons 
both become Block bullous. Do the same lor both Plaxer 
One and Phixer Two controls. The Street Fighlcruin) 
buttons map to Bl.OODSTORM billions in the following 
manner: 


Jab Punch 

= Back .Arm 

Strong Punch 

-- Block 

Fierce Punch 

Front .Arm 

Short Kick 

- Btick Leg 

Forxxtird Kick 

= Block 

Roundhouse Kick 

= Front Leg 


(Kt rcr to tin- .lAM.NlA I Itinuss ( (iniuctions litr ol'Ihe coiitinK.) 


NOTE on Mortal Konihat H(im) 

If you arc conxeriing ;i Morttil Kombal ll(t?ii) cabinet to 
BLOODSTORM. xou xxill luixc to change the following: 

• Loxx Punch to Back Leg at J.AMVl.A position 25 . 

• Loxx Kick to Front Leg at J.AMM.A position 26. 

(Rcl'fi' t4) tlif -I.V\1 \1 A I ItiriH'**' ( 'until rl inns ili;iuiMin I'ur corrciT \virin !2 oT llu- controls.) 

NOTE 

If xou plan on re-using an c.sisting JAMMA harness, xou max 
haxe to add u|) to four wires to the J.AMMA connector. You 
can rcmoxc these wires from the supplied .lAMMA harness in 
your BLOODSTORM kit 

(Kefer l(j the M,\ I hirncss ( 'innu ctions iliaurtnn lor coi rcct iiinn o(‘ the controls.) 

Printed Circuit Board (PCB): 

1. Mount the PCB to the side of the cabinet xx ilh the connector 
loxxard the top of the drtiwcr. This will keep the wire 
harness from slipping off due to x ibralion. Mark and drill 
pilot holes (3/32") onto the cabinet side, being ctircful not to 
drill ihrough lo the outside. Attach the PCB suindoffs to the 
ctibmei using wood screxxs and spacers — snug but not too 
tight or the board max warp or crack. Be sure the board is 
not being ficNcd in anx xxa> 

Wire Harness: 

1. If xou are insiallmg Bl.OODSTORM into a Dynamo 
ciibincl xxiih a pre-msialled JAMMA htirness. xou will 
notice that it does not haxe a xxire for the test sxxiich. You 
will haxe to add a contact to the edge connector at the 
irroper position (position l.s). Some cabinets (Dxnamo 
included) haxe onix one coin switch input and the com 
sxxiichcs tire xxired together. Conncci the dcsigntitcd xxircs 
to the coin sxxiichcs separately. 

2. Attach the wire harness connector to the PCB. This 
connector should be kcxed ;md hibelcd "COMPONENT 
SIDE", Be sure it is mounted correctlx. WARNING! - 
Plugging the JAMMA eunneelur in haekxx airds xxill 
etuise (liimage tu the PCB. 

3. It is best to use connectors (not supplied) xxhenexer Joining 
ii set of harness xxircs to ;i subasscmblx. If xou choose lo 
solder xxires together, folloxx this procedure: 

;i. Strip off about 1/2" of iiisulalion from the xx ire. 

b. Slide a piece of heat-shrink tubing ox er (he end, 

c. Do not leaxc a lot of c.xccss xxire spooled up in your 
ctibinet. Cut the xxires lo the length xou need plus ;i few 
c.xtra inches l.eaxe enough for proper cable dressing — 
do not make ii siretch across the inside of the ctibinet, 

d. Solder the nexx xxire to the origmtil xxire. Use a straight 
in-line splice 

c. Melt the heal-shrmk oxer the splice. 
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NOTE 

This game uses llic JAMMA slandard wiring liarness. 

Therefore, if the cabinet \ou arc using is not equipped w ith a 

JAMMA harness, \ ou ma> want to cliange it. 

Power Wires: 

1. Connect the wires that arc dcsigntitcd for \onr power 
supplw You w ill need ;i suppl\ of +.^ \ dc. and -12 \dc. The 
+5 \dc must be rcgiibitcd to within 5"A< ( t- or - o 25 \dc). 
The + 12 \ dc in;i\ be unregulated but should not stra\ loo lar 
or llic sound ina\ be tiffcctcd. If the cabinet's suppl\ docs 
not pro\ide these \ollagcs. it will h;i\c to be replaced. A 
swilchiug-t\ pe suppl\ IS recommended, 

2. You will notice that \ ou h;i\c more tluin one wire for ctich 
soilage. Use all wires sup|3liecl on the harness. This will 
ensure better power tninsniission ;ind present oscrlotiding 
of the edge connector pads. 

.V Tin till posscr suppis' ssircs before connecting them to the 
posscr suppis. Loose slrtinds nuis short out the suppis. For 
best results, connect sptide lugs to the ends of the posscr 
wires and tiltach to the scrcss icrniintils of the power suppl>. 

Monitor Wires: 

You ssill be connecting the RED. CIREEN. and FJLLJE s ideo 

cliis'cs along with the composite Ssne and sideo GROUND 

s\ ires. 


2. Connect the door lamps to the ^ 12 sdc suppis. Some games 
base septirtite power suppis outputs for the lamps. 

. 2 . Insltill ;i lest sssitch (not included) somesshere consement 
inside the coin door tircti. This sssitch allosss sou to enter 
iidjusltibles. run ditignostics. and see or cletir audits. Make it 
readils accessible through the com door. Wire it to the Test 
wire on the J.YMM.A Harness 

4. Install a scrsice switch (not included) somesshere 
consement inside the com door areti. This sssitch allosss 
sou to gise credits to plasers ssithoul affecting the game's 
credit audits or com meters. E.\ample: A plascr puts m a 
coin and gels no credit, the operator c;m then push the 
set's ice button and a credit is gisen to the plaser ssithout 
tiffecimg the gtune's .AUDITS and coin meter, 

5. Clean ;md lubricate sour com mechs 

Final C heck: 

1 Check the gtime inside and out for tins imperfections 
Secure ans loose ssiring or fastening hardssarc. 

2. Mtike sure the coin door is tight anti the coin mechs arc ssell 
titljusied, 

.2, Make sure all assemblies are Firmls attached. .Ansiliing ihtii 
is not mounted sccurcis ssill rattle when the game is phiscd 
This game makes use of lo\s-fre(|uencs sounds which can 
cause an> lotise iomis to rattle 


Sync: 

This is the recommended tipproach for a W'ells-Gardencr 
monitor and should work w ith some others ;is well 


INITIAL 




1, .Attach J.AMM.A Harness, Plug m the g;imc and turn it on 


1. This game gcneiutcs :i composite Ssne signal which is 
ticccptcd bs most monitors. .A DIP sssitch (Dip switch 4) on 
the logic board tillows sou to choose betsseen positisc ;md 
iicgtilis'c composite Ssne. Most monitors require negatisc 
Ss ne. If sour monitor requires positis c Ss ne. Hip the sss itch 
lossards the OFF position. 

2. If your monitor docs not bas e ;i composite Ss ne input but 
has separate hori/,onl:il and scrlictil Ssne inputs, liy 
connecting the composite Ss ne signal from the PCB to the 
negatisc hori/.ont;il Ss ne signal on the monitor. This should 
produce :i satisfaclors result, although some adjusimeni of 
the monitor's Ss ne controls mas be neccsstus. 

Coin Doors, Test Switch and Service 
Button Wiring: 

1. Wire the coin doors :md the test / sers ice sssiich(c.s) as per 
the JAMMA H.ARNESS CONNECTIONS informatioii on 
page Ik, 


2, Look ;md smell for smoke (TURN TT OFF IMMEDIATELY 
IF ANA' IS NOTICED). 

NO I E 

Readjust the +5 Volt suppis. .Adjust the a 5 Volt suppis so that 
sou read 5.2 Volts ticross au I.C, on the circuit botird. If 
measured at the posscr suppis. the reading ssill be about 5.5 
soils at the posscr sup|sls outputs, 

2. Make sure the sclloss LED on the Sound PCB is IJashing. If 
not. something is ss rong. turn off the game. 

4. Lasicn for sound. .A fess notes or some speech should plas 
on posscr up, 

5. If sou do not hear ans sounds and the selloss LED is 
Hashing, trs turning up the solume and check the spcakci' 
coimections. Dropping a com through a com sssitch should 
cause a sound 
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6. Look at the image on the monitor. If it is not in Sync and 
YOU cannot stop it from rolling by adjusting the monitor's 
Svnc controls, tiy Hipping Dip switch 4 on the logic board, 

7. How is the picture',’ Is it centered or is it too bright or loo 
dim'.’ Is it in fociis'.’ Adjust \our monitor to get the best 
picture possible, 

NOTE 

Cheek \our monitor inamuil to make tidjuslmenls. Some lest 
patterns tire axailtible through the game's s\slem tests by 
pressing the Test switch. Use them when making any 
adjustments. (See "SYSTEM TESTS" mlbrmtilion on page 1 1. 
Proper monitor adjusimeni is \cr\ important.) 

8. Tr\ all com switches. Drop quarters or tokens through to 
check the coin mcchs. Make sure the game is adding 
credits. You can use the Plajer Control Tests b\ pressing 
the lest switch and entering the System I'csls Menu. Do all 
of the jo\ slicks ttnd push buttons work ’ ’fiy pla\ing the 
game with the \ olumc up and listen for ralliing as \ou pla> 
Tighten anvihing that is making noise. 

9. Upon initial power-up, the gtunc will imli;ili/.c to facioiy 
default sellings. These settings affect g;tmc elements such as 
number of credits per coin. difUcultN .settings, etc. '^rhe 
"OPERATOR MODE" section will describe how to alter 
these sellings and \'icw the s>slcm audits or run sssieni 
tests. 


DIP SWITCH SETTINGS 


SETTINC THE DIP SWEICII 

Dip switch 4 (ON): Ncgati\ c Video S\ nc 
Dip switch 4 (OFF): Posilixe Video S\nc 
Dip switch .1 (ON): Screen Upright 
Dipsxxitch a (OFF): Screen flip 
Dip switch 2 (ON), Violence (.)N 
Dip sw itch 2 (OFF): \'iolencc OFF 
Dip .switch 1 (ON): Test Mode Normal 
Dip switch I (OFF): Strata Fcsi Mode 

NOTE 

Dip switch 2 allows for the \ iolence ol the BLOODS r(.)RM 
game to be tillered to suit \our location. 11 x iolencc OFF is set 
using dip switch 2. the gtimc will not display blood or 
dismemberment of an\ kind. If \ iolence ON is set using dijr 
switch 2. a number of options are axailable Ironi the operator 
adjustabics menu ticcessed in the lest mode. See page 4, 
Violence Sellings, for more details. 


STRATA TEST MODE 


To enter Strata 'Fesl Mode, press the I csl Button, loetitcd just 
inside the com door. When the l est Ihillon is pressed or DIP 
Switch I is Hipped to the OFF position, the screen disphiys the 
Miiin Scr\ ice Menu. 

NOIE 

If von used the DIP switch to enter the TEST MODE. \ou will 
need to llip the DIP switch back to the ON position m order to 
return to the g:ime 


BLOODSTORM Vl.OO 

JOYSTICK UP AND DOWN TO SELECT. 
PRESS START TO CHOOSE 

MAIN SERVICE MENU 

EXIT 

OPERATOR ADJUSTABLES MENU 
GAME AUDITS MENU 
SYSTEM TESTS MENU 


MAIN Sf KMf i: MI'.Nt 

The M.ain .Sen ice Menu allows \ ou to enter into three different 
areas: 

OPER.A I'OR .\D,J I ST.ABI.ES is used for cuslomi/mg \our 
game for sour location. Some of the features in Operator 
.Adjustables are number ol' coins per game, sounds on or off 
when no one is pkixing, difficull\ settings, etc 

Ci.A.ME .AE'DITS allows you to check \oiir game's oxcrall 
earnings, game limes, game scores, etc I'he .Audits can be 
reset through this menu as well 

S'^'.STEiM TES'l'S \erines the operation of the hardwtire. 
controls, and monitor through eas\ and aiiloinalic procedures 
accessed through these menus 

■fo exit an\ of these tests and return the game to its normal 
sitile. use ain pla\er jo\ stick to highlight the line that s;i\s 
lUXIT ;md press an\ plaxer start button 

COI.OR KF\ NOI E: 

For case idenlincation. all test screens ha\c been color coded. 
Items displaced m (IREEN are the Menu titles I his is the 
name of the menu that is eiirrentlx displaxed. Items tippetiring 
in YEl.l.OW arc the menu's mstructions. fhe Bl.UH items arc 
choices available m this menu 1 he W'lliri'. item is the 
selection that iscmrcnilN highlightcrl. II'RED is ever dispkived. 
there is a problem w ith that item and it should be corrected 
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OPERATOR AD JUSTABLES 


The Operator Acljuslables section is ticccsscd ihrougli the Main 
Sen icc Menu. From the Main Sen ice Menu. mo\ c ain player 
joystick down iinlii the word OPERATOR ADJliSTABLES 
MENU appears in white letters. Now press any player sitirl 
button, and the Operator Adjnslabics Menu will ;ippc;ir on the 
screen. 


BLOODSTORM Vl.OO 

JOYSTICK UP AND IXJWN TO SELECT. 
PRESS START TO CHOOSE 

OPERATOR ADJIIST ABLE MENU 

EXIT ADJUST ABLES 

GAME MODE SELECTION 

GAME RESETS 

ATTRACT MODE SOLiNDS 

CREDITS SETTINGS 

VIOLENCE SETTINGS 

BUTTON CONFIGURATIONS 

SKILL LEVEL ADJI.fSTMENT 

HORIZONTAL SCREEN ,\DJttSTMENT 


OPERA'I OR AD.II S I AHI.I S Ml.M 

As yon can sec. there :irc many possible cusiomi/mg 
procedures that yon can control. Below is ;i bricl' dc,scnption of 
each adjustable function and whtii the screen looks like when 
displayed. Remember, to select an item from ;my menu, n.sc 
any player joystick (o highlight the item in white. ;md then 
press any player st;irt button. 

Game Mode Selection: 


In FREE PLAY, coins arc not needed for play. :nid the Sl:irt 
buttons arc tilways actixe 

Game Resets: 

The Game Resets Menu will cancel or zero out any cusloin 
fcalnres or bookkeeping figures th;it are no longer wtintcd. 


BLOODSTORM Vl.OO 

JOYSTICK UP AND DOWN TO SELECT. 
PRESS START TO CHOOSE 

GAME RESETS 

EXIT RESETS 

RESET ALL TO FACTORY SETTINGS 
RESET PASSWORD STATS ONLY 
RESET AUDITS ONLY 


(.AMF, RF.SEI S . SCREEN 

RESET ALL TO FA( TORY SETTINGS will change the 
game b.ack to the way the game w;is pre-set when new. Any 
custom features such ;is Free Play ;ind Skill Lcxcls will be 
cinniged btick to the original settings .set ;il the fiictory, 

RESET PASSWORD STATS ONLY is tised to era,sc all of 
the passwords stored in memory. 

RESET .ADDLI'S ONI.Y is used when all of your bookkeeping 
anti sltitisiics h;i\e been gathered from the Audits section. ;ind 
;irc no longer needed. If you like to gtilher all of your 
ticcouniing information each week, or tiller etich collection, it is 
;i good prticlicc to re.sct all of the audits so your coin count will 
match the audit information 

Attract Mode Sounds: 


This menu allows you to place the game in siandtird Coin 
Mode, or choose Free Plax. 


Tins menu is used to adjust the sounds that arc hctird while no 
one is play ing the gtimc 








OCCASIONAL ATTRACT MODE SOUNDS plays sounds 
about even' ten to tucK c times the attract mode is repeated. 

ALL ATTRACT MODE SOUNDS ON will play sounds 
during e\ cr>' attract c>clc. 

Credits Settings: 

This menu allows \ou to change the number ol coins needed to 
phiN' BLOODSTORM. 


You can set each coin door at dilTcrcnl credit \alucs by 
highlighting ; DOOR I CREDITS PER COIN for coin door I. 
DOOR 2 CREDITS PER COIN for coin door 2. etc,. Moving 
the Player 1 joystick left or right will change the number of 
credits that each coin represents 

CREDITS NEEDED TO START will adjust the number of 
credits it takes for a phiycr to begin a game. For c.\amplc. the 
facton setting is 1 coin per credit, but it lakes two credits to 
begin a game. Therefore, two coins arc needed to begin a 
game. If you want the number of credits needed to continue a 
game already in progress to be different than the number of 
credits needed for the initial game st;irl. ,\ou can set the new 
value using CREDITS NEEDED TO CONTINUE 


Violence Settings: 

BLOODSTORM allow s for changing the lev el of violence 
desired for \our location. 


BLOODSTORM Vl.OO 

JOYSTICK UP AND DOWN TO SELECT. 
PRESS START TO CHOOSE 

VIOLENCE SETTINGS 


FULL VIOLENCE 

BLOOD 

YES 

DECAPS 

YES 

DlSLENfflER 

YES 

NO BLOOD 

NO 

YES 

YES 

BLOOD ONLY 

YES 

NO 

NO 

NO DECAPS 

YES 

NO 

YES 

NO VIOLENCE 

NO 

NO 

NO 


\ loi.ENC I'. SK I riNc: sr ukkn 


Button Configurations: 

BLOODSTORM allows for changing the button connguralion 
needed to pla> the game for your pariicuhir control panel. 


BLOODSTORM Vl.OO 

JOYSTICK UP AND DOWN TO SELECT. 

PRESS START TO CHOOSE 

BUTTON CONFIGURATIONS 

5- BUTTON CONFIGURATION - RECOMMENDED 

6- BUTrON CONFIGURATION 
3-BLTTON CONFICiURATION 


I5t TTON t ()M lUt R ATION.S SCREEN 


BLOODSTORM Vl.OO 

JOYSTICK UP ,\ND DOWN TO SELECT. 


PRESS START TO CHOOSE 

CREDITS SETTINGS 

E.XIT CREDITS SE'ITINGS 

D<X)R 1 CREDITS PER COIN X 

DtJtJR 2 CREDITS PER COIN X 

DOOR 3 CREDITS PER COIN X 

DOOR 4 CREDITS PER COIN X 

CREDITS NEEDED TO START X 

CREDITS NEEDED TO CONTINUE X 

TOCH/\NGE Vy\I.UES 


MOVE JOYSTICK I.EFT TO DECRE.VSE 
MOVE JOYSTICK RIGHT TO INCREASE 


CRKDl 1 SK I riNC S( RK.K.N 
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Skill Level Adjustment: 

BLOODSTORM allows for changing the lc\cl of skill needed 
to play the game. This feature is good for locations with 
younger or no\icc players who are less skilled ;it the game, or 
expert or accomplished players who demand a greater 
challenge. 



BLOODSTORM VLOO 

JOYSTICK CP AND DOWN TO SELECT, 

PRESS START TO CHOOSE 

SKILL LEVEL ADJUSTMENT 

SKILL LEVEL I 

- EASIES T 

SKILL LEVEL 2 


SKILL LEVEL 3 

- DEFAULT 

SKILL LEVEL 4 


SKILL LEVEL 5 

- HARDEST 


SCREEN ADJUST - 3 CENTER 

will attempt to center the picture on the monitor. 

SCREEN AD JUST - 5 RIGHT MOST 
will ino\c the picluic far to the right 


GAME AUDITS 

The Game Audits section will suppl\ \oii with a detailed 
accounting of helpful and informali\e bookkeeping and 
stiitistics. To enter the .Audits section. Ilist go to the Mam 
Sendee Menu b\ pressing the test switch located just inside the 
coin door of the cabinet or Hip DIP switch I to the OF-'F 
position on the PCB. From the Main Sen ice Menu. mo\c the 
Phaser 1 .losstick dossn until the word GAME .AUDITS MENU 
appears in white letters. Now press an\ plascr start button, and 
the Game Audits Menu w ill ap|.)car on the screen. 








Review Audits 


(.'oiitinueti 


When you choose lo rc\'ic\\ the audits, the Audits Rc\ic\v 
Screen will appear. 


BLOODSTORM \T.00 


PRESS START TO CONTINUE 


REVIEW AUDIT.S SCREEN 1 


COIN DOOR 1 - COINS 

XX 


COIN DOOR 2 - COINS 

.XX 


COIN DOOR 3 -COINS 

XX 


COIN DOOR 4 - COINS 

XX 


TOTAL COINS 

XX 


GAMES STARTED v.s. COMPUTER 

XX 

GAMES STARTED vs. PLAYER 

XX 

GAMES CONTINUED 


XX 

GAMES COMPLETED 


XX 


.U DITS KKMKW SCRl.l.N 1 


BLOODSTORM VI.OO 
PRESS START TO EXIT 


REVIEW AUDITS SCREEN 3 


SECRETS 

TIMES FOUND 

SECRETS 

TIMES FOUND 

NUMBER 1 

.X.X.XX 

NUMBER 17 

.X.X.XX 

NUMBER 2 

xxxx 

NUMBER 18 

xxxx 

NUKfflER 3 

xxxx 

NUMBER 19 

XX.XX 

NUMBER 4 

xxxx 

NTJMBER 20 

X.X.X.X 

NUMBERS 

xxxx 

NUMBER 21 

.X.X.XX 

NUMBERS 

xxxx 

NUMBER 22 

xxxx 

NUMBER? 

xxxx 

NTJMBER 23 

xxxx 

NUMBERS 

XX2CX 

NUMBER 24 

xxxx 

NUMBER 9 

.xxxx 

NUMBER 25 

xxxx 

NUMBER to 

xxxx 

NUMBER 26 

xxxx 

NUMBER 1 1 

xxxx 

NUMBER 27 

xxxx 

NUMBER 12 

xxxx 

NUMBER 28 

xxxx 

NUNIBER 13 

xxxx 

NUMBER 29 

xxxx 

NUMBER 14 

xxxx 

NUMBER 30 

xxxx 

NUMBER 15 

xxxx 

NUMBER 31 

.XX.XX 

NUMBER 16 

xxxx 

NUMBER 32 

.X.XX.X 


At 1)1 I S RIA It'W S( RF.KN 3 


Reset Audits: 

Wlicii >oit choose to reset the audits, the Gttittc Resets Scrccti 
will appear. 


ContiniKsI 


1 Bl,OODSTORM VI.OO 


PRESS STAR T T< ) C( )NTTNt 'E 



REVIEW AUDITS SCREEN 2 

AVERAGE G/\ME TIME 

X:XX 


# OF VERIFIED PASSWORDS 

XXX 


FIGHTERS TLMES CHOSEN 

WIN SCREENS SEEN 

HELLHOITSD .XXX 


.XXX 

FREON .XXX 


.XXX 

TEMPEST XATC 


XXX 

TREMOR .XXX 


.XXX 

F/VU.OIT XXX 


XXX 

MIRAGE .XXX 


.XXX 

R/VZOR XXX 


.XXX 


At DITS Ri;\ IKW S( Rl l-A 2 


BLOODSTORM VI.OO 

JOYSTICK UP AND DOWN TO SELECT. 
PRESS START TO CHOOSE 

RESET AUDITS 

NO RESET AUDITS 

RESET AUDITS 


CAME RESI 1 S S( KEEN 

If Noii w ish to set all of the gtime audits (described abo\ c) back 
to /cro. highliglit REilSPrr .AUDITS front this menu and press 
;in\ plaser sttirt button, fhe screen will bncll> displav AUDIT 
RESET. 

If \ou change \our mind and decide not to reset the audits to 
/.cro. Itighlighl NO RE’SE'.T .AUDIT'S and \ou will c.xit this 
screen without making ans changes to the tuidits. 


SYSTEM TESTS 


BLOODSTORM has been inspected and tested at the factorx. 
and most likcl\ tiic game will be in perfect working order when 
you plug it in. If \ou arc c.Npcricncing an\ problems with the 
game, the System Tests arc a good place to st:irt when tracking 
down the problem. To enter the S\stem 'fests section, first go 
to the Main Sci \ ice Menu b\ pressing the test switch located 
Just inside the coin door of the cabinet, or set DIP Switch 1 on 


BLOODSTORM 
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the PCB 10 the OFF posilion. From the Mam Scrxiec Menu. 
niox'C am plaxer joxslick down until the word SYSTEM 
TESTS MENU tippcars in while letters. Now press an> plaxer 
start button. ;ind the Sxslcm Tests Menu will appear on the 


BLOODSTORM VI.OO 

JOYSTICK UP AND DOWN TO SELECT. 
PRESS START TO CHOOSE 

SYSTEM TESTS MENU 

EXIT TESTS 

VIDEO SCREEN TEST 

SOUND TEST 

PLAYER CONTROL TEST 

GROM CHECKSUM TEST 

VIDEO RAM TEST 


.sx s i i;m I I'.si s mem 

Video Screen Tests: 

You can lest \our nioiulor and tidjusi colors b\ choosing 
VIDEO SCREEN TESTS and pressing am pl;i\ci .start 
button. 


BLOODSTORM VI.OO 

VIDEO SCREEN TEST 

TO VIEW VIDEO TEST SCREENS 
MOVE JOYSTICK UP OR DOWN 

PRESS START AT ANY SCREEN TO EXIT 

FOLLOWING SCREENS ARE AV.ULABLE; 

- COLOR ADJUSTMENT 

- SCREEN GRID PATTERN 

- RED SCREEN 
-GREEN SCREEN 

- BLUE SCREEN 

- WHITE SCREEN 


\ IDIT) SCUI'.I.N I l'„s| MEM 

When tinx plaxcr |0\ slick is iiioved up or down, the screen 
chtingcs to displax ;i grid o(' coluicd rectangles Use these 
colors as a guide and adjust xonr iiiomtor so ihex look as good 
as possible. This test can be esiletl at anx time In pressing anx 
player start Irutton, 


Sound Tests: 

Choose SOU.NT) TEST' from the Sxslem Test Menu to test the 
sounds and speakeis in the game. The sound section also 
controls the coin meter, and xoii c;ui test it from this section ;is 

xxell. 


BLOODSTORM VI.OO 

JOYSTICK UP AND DOWN TO SELECT. 
PRESS START TO CHOOSE 

SOUND TESTS 

EXIT SOITND TESTS 

SROM 0 - VERIFIED 

SROM I - RAZOR 

SROM 2 -FREON 

ROM 0 - DRUMS 

BACKGROUND MUSIC I 
BACKGROUND MUSIC 2 
BACKGROUND MUSIC OFF 
COIN METER TEST 
TEST ALL SOUND ROMS 


.SOTM) l ies I S S( Kl l'.N 

To test the com meter, choose C( 3 IN METIrR TEST froiu this 
menu, irexcrxthmg is working properix, the meter sliould 
mcreiuent each imie ;ui\ phixer start bultou is pressed xxhilc 
this hue is highlighted. 

Player Control Test: 

Choose Pl.„-\h'FR CONTROL I'liSr from the Sxstein Test 
Menu to test the switches and controls ofxour uame cabinet 


TEST 

SERVICE 


o o 


•♦I* 


o o 




I'l. XX I, n ( ()\ IKOI, I t sl S( 1G,E\ (5 Uiill.iiiM 

I The screen displaxs a graphic represcntaiion ol'the plaxers' 
control laxoiii If xon haxe a cabinet using .■x-bultons. this 
displax Will show a .^-button control panel laxoul 


BLOODSTORM 





2, Images on llic screen will change color when the control is 
actixalcd. Com slots can also be tested from this screen. 

.C Pressing the test or scrxicc button highlights the test or 
scrx icc ic.xt located m the lower left part of the screen. 

4. To c.\it the test. Plaxer 1 and Plaxer Start 2 buttons imist be 
pressed at the same lime. 

GROM Checksum Test: 

Choose GROM CHFX'KSLJM TEST froin the System Test 
Menu to lest the Graphics chips on the PCB. This test 
performs a complete test of the Graphics ROM's. While the 
lest is in progress the following message is displaced 


Video Ram 1 est: 

This test performs a compleic lesi of the Graphics \ ideo R.CM. 
The \ idco R.AM is tested m Iwo pages The following message 
will be displaxed as each page is icsicd 


RUNNING VIDEO RAM TEST. FIRST PAGE 


When the test is compleled ihe rcsnlis will be displaced as 
folloccs 


BLOODSTORM Vl.OO 
VIDEO RAM TEST 

VIDEO RAM FIRST PAGE STATUS -0000 
VIDEO RAM TEST [PASSED OR FAILED] 
PRESS START TO CONTINUE 


c 11)1.0 ir CM 1 1'.sr sc lu.i.x 

1. If the game passes ihis icsi. zeros will be displaced m cchile 
along with a MDIX) R.Wl 41X4 l>.-\S,SED message, 

2. If the lesi fails, a non-zero slams and VIDEO R.AM I'lzSl' 
E.All.El) message will be clisirlac eel m red. Call coiir 
disinbnior oi ilie Simla Sere lee Deiiariment for fiiriher 
help 

' 4 o e\il ihis lesi, press aiic placer slarl billion. 


RUNNING GROM CHECKSUM TEST. 1 MINUTE TO FINISH 


(;IG)M Ti:s l SCKI'.I'.N ('l i>l III I'lnoi i'ss) 

When the test is completed the GROM lest Screen is 
displayed. 


1 Bl,OODSTORM Vl.OO 1 1 

GROM CHECKSUM TEST 


GROM CHECKSUM STAT 

GROM CTECKSUM STAT 

GROMO .XXXXXXXX GOOD 
GROMS XX.X.X.X.XXX GOOD 
GROMIO XXXXXX.XX GOOD 
GROM15 XX.X.X.XXXX GOOD 

GROM2 XXXXXXXX GOOD 
GROM7 XXXXXXXX GOOD 
GROM12 XXXXXXXX GOOD 
GROMIT XXXXXXXX GOOD 

GROMl XX.XXXXXX GOOD 
GROM6 X.XXXXX.XX GOOD 
GROMl 1 XX.XXX.X.XX GOOD 
GROM16.VX.X.\X.XXX GOOD 

GROMS XXXXXXXX GOOD 
GROM8 XXXXXXXX GOOD 
GROMO XXXXXXXX GOOD 
GROMl 8 XXXXXXXX GOOD 

GROM CHECKSUM TEST; PASSED 


PRESS START TO CONTINUE 



CIHOM I'l'.ST SCIU'.I'.N ( I i vl { 


1. If all checksums are shocen in cchiie. ihe lest passed and 
cour game is in good working order. 


2. If anc checksums arc bad. they will be displaced in red ie\i 
on this screen. This means that the GROM is cleledice and 
needs to be replaced. Call your distributor or the Strata 
Sere ice Department for further help 

3. To exit this lest, press anc placer slarl button. 
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GENERAL TROUBLESHOOTING 


VIDEO PROBLEMS 


Symptom 


No picture 


Probable Cause 


Video inputs are not hooked up 
(Refer to harness outputs and 
monitor specifications ) 


Bad connections 


Monit(.)r 


Solution 


Make sure Dip switch 4 is in the correct 
position: ON - for negative sync 
monitors and OFF - for positive sync 
monitors. Most monitors are negative 


Make sure there are good connections 
from the board's video outputs to the 
monitor's video inputs. 

Make sure the monitor is operating 
correctly (Check it with another 
compatible logic board.) 


Scrambled Picture 


Svnc s\\itch set incorrectiv 


Dip switch 4. Ol'l- - for positive sync, 
ON - for negative svnc. 


Missing colors or a 
washed out color 

Bright, blurry, or rolling 
picture 


Picture too large, too 
small, or olT center 

Video image is Hipped 


Bad video connections 


Misadjusted monitor 


Misadj listed monitor 


Misadjusted Monitor 


Check the video red. green, and blue 
connections 

.Adiust the monitor, not the board. 
(Refer to your monitor manual.) 

.Adiust the monitor, not the board. 
(Refer to vour monitor manual ) 

Change Dip Switch 3 or reverse the 
monitor's convergence wires. (Refer to 
vour monitor manual.) 


Bad images in picture 


Bad GROM 


Do GROM test, ('heck IC pins to make 
sure none are bent over 


Diagonal white lines 


GND problem 


Farth and l.ogic GND's should be 
connected at power supply 








SOUND PROBLEMS 



Solution 


1 rv aiK^lher • I2\ poxser suppiv 

Check for * I 2\ power on the board. 

Check for * 5\ power on the board 

Check the volume setting. 

C'heck the speaker connections 

Make sure the sound status light is 
tlashinu on the board. 


CONTROL PROBLEMS 


Symptom 


Buttons do not work or 
are partly inoperable 


Coin counter not 
workiim 



Solution 


Switches not propei K connected Make sure that the common post of the 

switch is connected to m'ound. 


Make sure each individual sw-itch is 
w orking 

Make sure that the signal ware for that 
particular switch is connected to the 
normally open post of the switch. 

Make sure that the signal wire has a 
connection from the switch to the board. 

Make sure ti2\ is hooked up to the 
counter 

'I'he signal wiie is not connected to coin 
counter {('heck continuity.) 

Verify that the counter is uood 
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POWER-UP PROBLEMS 



Solution 


Power-up sounds repeats Open on socketed IC's 
itself 


Power suppK' is too high Power should 
be between • 5\ & 5.2\- (Measured on 
the circuit board ) 

Cabinet is not connected to earth 
ground. (All metal should be connected 
to the earth ground. ) 

Short between power and ground. 
Check for foreign material. 

Disconnect the harness and measure the 
resistance between power and ground. 
It should read around 300 ohms. (0 
ohms is a dead siiort.) 

Make sure the harness is not shorting to 
anything, such as bare or frayed w'ires 
shortinu out each other or hittinu bare 


Replace |X)wer supply 


Power supply too low. (should ideally 
be between r5v (C o.2v.) (Measured 
on the circuit board ) 

Check for loose or foreign material on 
the board. 

C’heck for bent pins on socketed parts 


Make sure that all IC's are seated in 
their sockets properly 

Check voltage. (Measured on the circuit 
board ) 
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MISCELLANEOUS PROBLEMS 


Symptom 


Green L E D. not 
blinking 


Buttons do not work 


Diagonal line in picture (irouiuiing 


Operator adjustables 
keep changing 


Sounds bad 


Game comes up in Test Dip Switch 1 is Ol'I- 

Mode 



Solution 


Make sure all socketed I C 's are seated 
correctly Look for bent pins 

Blown fuse, ('heck for +5v before and 
after the fuse. .Adjust power supply for 
’ 5\ after the fuse Use fast blow fuses 
only 

Make sure \'ou have continuity from 
PC'B to power supply. 

('all Strata, 

Do Player Control test in System Tests, 

('heck continuity from switch to PCB. 

Connect Held ground to logic ground on 
po\\er suppUr 

Batters should be 2 to .s v'olts 
Replace. 

('heck operator adjustables for the 
proper setting, 

('heck the speaker connections 

Make sure Dip Switch I is in the (dN 
positir)!! 
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JAMMA HARNESS CONNECTIONS 
For BLOODSTORM 


WIRE COLOR 


Orange 

Blue-Green 

Yellow-Green 

White-Green 

Green-Black 

White 

Orange-Black 

Green-Blue 

Red-Yellow 


Green-Yellow 

Blue-Yellow 

Black-Yellow 

Violet-Yellow 

Brown-Yellow 

White-Yellow 

Orange-Yellow 

Grey-Yellow 

Yellow-Black 

Black 


COMPONENT SIDE 


GND 
GND 
+5 vdc 
+5 vdc 

+ 12 vdc 

KEY ' j 

Ticket Count 



Left Speaker (-) ' 4 -‘* 
Right Speal^r (-) 

Video Green - 4 



Video Sync 
SerV'ice 


Start 2 ■ 


Player 2' Vili'fS*''*' 
Player 2 - Down 
Player 2 - Left 
Player 2 - Right 
Player 2 - Back Arm 
Player 2 - Block 
Player 2 - Front Arm 
Player 2 - Back Leg 
Player 2 - Front Leg 
GND 
GND 





SOLDER SIDE 


GND 
GND 
+5 vdc 
+5 vdc 


+ 12 vdc 

8 Coin Counter 

9 

10 Left Speaker (+) 

IT Right Speaker (+) 

12 Video Red 

13 Video Blue 

14 Video GND 

15 Test 

16 Coin 1 

17 Start 1 

18 Player 1 - Up 


19 Player 1 - Down 

20 Player 1 - Left 

21: Player 1 - Right 

22 Player 1 - Back Arm 

23 Player 1 - Block 

24 Player 1 - Front Arm 

25 Player 1 - Back Leg 

26 Player 1 - Front Leg 

27 GND 

28 GND 


WIRE COLOR 


Orange 

KEY 

Red-Green 

Yellow-Red 

White-Red 

Red-Black 

Blue-Black 

White-Black 

Blue 

Red-Blue 

Red-White 

Green-White 


Blue-White 

Black-White 

Violet-White 

Brown-White 

Yellow-White 

Orange White 

Grey-White 

Yellow-Orange 

Black 

Black 


DIP SWITCH SETTINGS for BLOODSTORM 



ON 

1 

Test Mode Normal 

2 

Violence ON 

3 

Screen Upright 

mm 

negative Video Sync {-) 


OFF 


strata Test Mode 

mM\ 

Violence OFF 

2 

Screen Flip 

3 

positive Video Sync {+) 

■■ 
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